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In the year since TMIhD Il.r^.^'JK first be-ari publication. 
Saay things have changed ; we Gave joined two pa?y?s , a color 
cover tare, an e::tra staff Kjersber, and we :.ave vrowa fro« 
be ins sold on the shelves of two -ar.;e stores to continent 
wiie subscription distribution. All in all a -006 "ear! 

3ut .^any of our new readers have never seen the first 
issues of TalMi IllPZJtlUM. >e have received aany requests for 
these out-of-print -'.a 'as ir.es , and so have created the reprint 
you now hold. V/e have 'made a few chants (new ads, this istsc , 
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THE CANADIAN TSA/dLLEH FANZINE 

Published quarterly, each 20 page, 
H 'xOj " issue is pac lied with 
TRAVELLER excitenent; 

Re (jular features include 
new equipment , blueprin ts , 
starship deck plans, a 
subsector, and a complete 
adventure in every i^sue . 

Subscribe now 1 All the successful 
adventurers h^vel 



p2.50 Canadian per issue, /-j.GG 
Canadian for a four -issue 
subscription. Send to hike 
Jackson, 1.0. 5 12, Hoy.u Yew sfc. 
Vancouver , bC , Canada, VoL 2Jo 




NOTES FROM THE CAPITA 



Welcome to the Third Imperium! By 
the fact that you've picked up this mag- 
azine, you are probably a Traveller pl- 
ayer. As such you have probably noticed 
the very low nuicber of Traveller magaz- 
ines being published today. To face the 
facts, Traveller is not as popular as 
,/ungeons e.- Dragons and other 3PG's, and 
is often neglec ted . 

However, Traveller players in our 
area need Fret no more 2 Third Imperium 
is an inexpensive (Ah! i'iusic to a gamers 
ears!) magazine devoted entirely to Tr- 
aveller and it's affiliated games such 
as Striker, Snapshot, and TCS. 



We are going to do our best Co pr- 
int a magazine of quality. : //e aren't go- 
ing to contradict old rules and create 
strange new ones; rather we vtill exr.md 
existing rules and try co add to the 
Traveller universe, You can -ro'oably al- 
ready see this from our tajle oi conten- 
ts, with articles on Terraf ormin^, rad- 
iation effects, and a complete adventure 

We hope .you .-/ill enjoy this issue 
and the tnaiiy more to come. l ; lease write 
and tell us what you think, or subfll t 
art or articles. Remember, this magazi- 
ne is for you, and we want to Jo the ne- 
st possible .job we can. 

-Kike Jackson , £di tor 
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RAD ZONE: RADIATION EFFECTS 



In Traveller t^ers are many opor- 
tunities for characters to encounter nan- 
gerous amounts of radiation. Proper att- 
ention to the effects of radiation can 
add realism to a game, whether it be ab- 
oard a damaged starshio or in the middle 
of a nuclear var. 

The following table defines the 
effects of radiation on individuals, -re- 
penting on their endurance and it's in- 
tensity. To use the table, cross-index 
the player's endurance with the radiation 
intensity level of the area. 

A result of a number indicates the 
amount of damage taken after exposure, ±n 
the form of radiation sickness (dizzyness, 
vomiting, »tc). If a resul: of "C" is 
obtained, the character cakes 1 to 6 dice 
of damage after exposure and may ( roll 
enduranc e or lower on 3 dice) develop 
cancer or a similar disease 2 to 12 mon- 
ths after the exposure, '.vhen the ail;r.ent 
strikes, the player will take 1 point 
from strength , dexteri ty , and endurance 
until death or treatment. At tech level 



10 one month's treatment car. halt the 
process, though lost characteristics wil 
not be regained. At tecii level 12 o^e 
months treatment can restore the slay- 
er's health to it's original state ar::: 
completely eradicate the desease. 

A result of "u" indicates that 
after 15 rrir.utes the character will Lata 
3 points of damage every ID minutes un- 
til remove:: -iram rise con tarr.i:iate - i area. 
Following results are th(? same as for 
"C". 

Radiation levels aboard a dam- 
agec :rtarship will usually be equivalen 
to the number of radiation hits it took 
during the combat. Radiation levels in 
a bombed city or other area v.' ill usuall 
be equivalen t to the ":.igh Guard rating 
of the weapons used, minus one level fo 
every 5 years that have passed since th 
incident . 
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TABLE Dte'S : Consult table every 15 minutes spent in contaminated area. 

- If a character is wearing a vacc-suit or combat environment suit, 
treat endurance as O. 

- If a character is wearing battle dress, combat armor, or a rad- 
iation suit, treat endurance as +6. 



TRAVELLER'S HARDWARE *• SHIELDS 




All shields except the Sepulsor 
are neld by an arm strap and a handle, 
ami ri-quire one arm and hand to use. Th- 
ey cannot be used with two-handed weap- 
ons, except with a DM -2 on either the 
shield's defence or the weapons required 
number to hit. Two-handed weapons inc- 
lude broadswords . pole -arms, all slug th- 
rowers except, pistols, shoe guns, and 
carbines, and all energy weapons except 
laser carbines. All shields require^ a 
strength of 6 to properly protect tneir 
bearer unle.^ otherwise specified - 
Frocn TL2 to TL6 shields are rarely used, 
as they provide little defence against 
fire-arras. 

31-1 ALL SHIELD (TL 0): A oOcra diameter 
wooden shield, common at primitive tech 
levels. It gives +^ pro tec tion ( + 2 on 
the required roll to hi t ) against hand- 
co-hand weapons, and no protection aga- 
inst projectile and energy weapons. 
3t-:g. crlO. 

LA3GE SHIELD (TL 0): A larger version 
of the small shield , usually 100cm by 
zQc... It gives +3 protection against 
hand-to-hand weapons, and no protection 
projectile and ene rgy weapons . It re- 
quires a strength of A+ to use properly. 
5kg. cr25- 

SHALL SHIELD (TL 1 ) : A metal shield 60cm 
in diameter similar to the TL small 
shield, but stronger, it gives +3 pro- 
tection against hand-to-hand weapons, 
a.ic; t-1 against projectile -..capons. It 
gives no protection, against snergy ■-■jea- 
pon.-, . 5kg. cr50. 



COLLAPSABLE SHIELD (TL ?) : A collapsable 
plastic shield , usually transparent , of- 
ten used by police forces. When open it 
is 100cm by 60en, and is 20cm by 20cm 
when collapsed. It gives +k protection 
against hand-to-hand weapons , +3 against 
projectile weapons, and has no effect ag- 
ainst energy weapons. 1kg. cr75- 



REFLEC SHIELD (TL 9): A M3cm diameter 
plastic shield with a reflec coating to 
deflect laser bolts. It gives +2 protec- 
tion against hand-to-hand weapons, +1 
pro tec ti on against pro jec tile weapons , 
and *k against lasers. It gives no pro- 
tection against high-energy weapons and 
requires a dexterity of 8+ to properly 
use. 1kg. cr100. 



REPULSOR BELT (TL 15> : Working on the 
same principles as a grav belt, the 
repulsor belt uses a grav field and 
compu ter iaic ro-processor to repel all 
fast-moving objects moving towards the 
wearer. It extends hOcm from the wearer 
in all directions; thus he or she may 
fight (provided he or she holds the we- 
apons outside the field), but most en- 
emy attacks will be deflected. It gives 
+ 3 protection, against hand-to-hand wea- 
pons, +5 against projectile weapons, 
and no nrocection against lasern. High 
energy weapons do only 4 damage, as 
most of the blast is fast-moving super 
heateJ plasma. Lost of the plasma is 
deflected, and the majority of iama^-e 
is due to heat. 3kg. crl^O.OOO. 
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THE VARGR CORSMR 



The most common of several desighns 
for this type of vessel, the type VP cor- 
sair is a highly flexible para-military 
starship. Used by corsair bands for pir - 
ating- operations, mercenary work, and hi- 
red escort duties, it's high crew capaci- 
ty, good armament, and many vehicles lend 
it well to any situation. 

This de.sighn for the Vargr Corsair 
is the one most commonly encountered al- 
ong toe Imperial-Vargr border. 



SPECIFICATIONS: 



Tonnage : 
Crew : 

Dimensions : 
Acceleration 
Jump : 

Power-plant : 
.engineering : 



Gravi tics : 

Elec t ronics : 
Ranee : 



Armament 



Screens: 
Configuration 
Cacaci ty : 

Vehicles: 



4r:o tons standard. 5600 rrr . 

10. up to 14 troops with 

double occupancy. 

78m L x 55-5n> W x 15m H. 

5-G constant. 

2. 

5. 20 EP. Agility-3. 
Two Taeksnguz D-3 fusion 
power-plants driving one 
Ghouk field-type jump dr- 
ive and two Arrgh 431/A 
maneuver drives. 
Aengar inertial compensa- 
tors. 1G floor field. 
Gzohrsekh model/2 computer. 
Unlimited maneuver. One 
jump (130 tons fuel). 200 
days standard supply con- 
sumption . 

Two triple missile turrets 
in nose. Two dorsal and 
ventral triple laser tur- 
rets, 
none . 

: lleedle . S treamlined . 
2 J tons cargo. 12 state- 
rooms. 4 emergency low. 
50 ton cutter. Two open 
cutter modules. Two Grav 
APC 's. 



uECK PLAN LOCATION KEY : 

1. Avionics. Floor hatch to C deck. 

2. Bridge. Positions for pilot and 
navigator . 

3- Computer. 



5. 

r 

o . 

7. 

3. 

9- 

10. 

11 , 

12. 

13. 
14. 

15, 



16. 
17. 
18. 
■1-3. 
20. 
21 . 
22. 

23- 
24. 

25- 
26. 
27. 
23. 
29. 
50. 
31. 
32. 

33- 
34. 



35. 
36. 



Common Area. Includes mess and rec- 
reation facilities. Ceiling hatch 
to dorsal laser turret. Floor iris 
valv;- zc C oeck. 
Air lock. 
Galley . 
Sick bay. 
Records office. 
S tateroom . 
Stateroom . 
Stateroom. 
Stateroom. 
S tateroom. 
S tatero~rc . 

Engineering. Hatch up to A deck. 

Hatch down to 3 deck. Positions 

for 2 Engineers. 

Power-plant . 

Maneuver drive. 

Avionics and radio- jammer . 

•'.155 ile turrets. 

Missile storage . 

Stateroom . 

Stateroom. 

Stateroom . 

Stateroom . 

Stateroom . 

Stateroom . 

Ship's locker. 

Emergency low berths. 

Flight control/mustering area. 

Cargo. Iris valves to 3 and D dec 

Vargr Cutter. 

Spare Cutter Module. 

Grav APC's. Hatch jp to C deck. 

Jump drive. Hatch down to ventral 

laser turret. Hatch and iris valv 

up to C ieck. 

Fuel scoops. 

Fuel tankage. 




VARGR CORSAIR VP-4 1 2552-000000-30002-0 Her 213-0696 -^00 tons, 
batteries bearing 2 2 TL=11. 

batteries 2 2 Crew=10. 

Passengers=0. Low=20. Cargo=20. Fuel=l30. EP=20. Agility=3- Troops=l4. 
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SINCAL SUBSECTOR 



A largely unclaimed subsector, Sindal currently consists mostly 
of worlds not part of any large government. One corner is part of the 
Imperium, and is connected to it by an X-boat route from the Tobia sub- 
sector. Sindal has no subsec tor capi tal , and so the Imperial worlds 
are c on trolled from the neighboring subsec tor . 

The Sindal subsector derives it's name From the Sindalian Empire, 
a government that controlled most of the area during the Long Night. 
The Emperors of the Sindalian Empire ruled with an iron fist however, 
and during a 50 year civil war Sindal was devastated by bacterial war- 
fare. Literaly blasted back to the dark-ages, the world is now known 
as Noricum and has re-advanced to a tech level of 1 . The Ea-.oire ' 3 suc- 
cessor only lasted 12 years before it too collapsed. 

SALIF is currently supporting a charismatic leader who promotes 
happiness, the simple life, and kindness to all. 

CiUKBER ONE is controlled by various religeous groups currently 
waging a propaganda war against each-other for control of the planet. 

THEEV is a high-tech no-govemment world , and is the center of 
illegal ac tivi ties for the sec tor . 

CORDILLOW is currently being terraformed for colinization by 
AL3IE, which is suffering from over-population problems. 

MARDUK is blanketed by continual storms. It's population lives 
a nomadic exis tence . 

CHALCHIUTLICDE' s population live in huge floating palacc-like 
c i ties . 



NAME 


STATISTICS 




REM ASKS 




Homestead 


0105 0560250 


6 


Won -in dust rial . Dessert world . 


G 


Ace 


010'; E7A0839 


5 


Dessert world - 




Salif 


0206 A6236A6 


A 


Poor. Non-agricultural . 


G 


Number One 


0208 C9C6778 


7 




G 


Thehus 


0309 353^320 


6 


Poor. Non-industrial . 


G 


Noricum 


0^08 D3367BB 


1 


Agricul tural . 


G 


Oghma 


0^10 B21V?5 / + 


9 


I c e-capped . 


G 


Dolbcrg 


0503 BAC889D 


B 






Vume 


C505 31')0^77 


C 


Vacuum world. 


G 


Theev 


0506 AU5U500 


F 


N on -Agricul tural . Non-industrial. 


G A 


Harduk 


0510 C3?7-'i36 


3 


Hon-industrial . 


G 


Albe 


Ob01 kJkOAyB 


E 


Industrial. Dessert world. 


G 


Realgar 


0603 375CM+4 


A N 


Dessert world. 


G 


Palindrome 


06O6 B^-3533^ 


3 


Poor. Non-industrial . 


G 


Borite 


0609 £655796 




Agricultural. 


G 


Chalchiutli 


070^ 376A787 


7 


Rich. Water world. 


r* 
\J 


Cordillon 


0801 C*fj5i210 


C 


Poor. Non-industrial . 


G 



The Sindal subsector contains 17 worlds with a population of 7^.2';8 
billion. The highest population is A, at ALBE; the highest tech level 
is F. at THEEV. 



I-LAP LEGEND 

CHARACTERISTICS 

9 Water present 
O lio water present 
t£ Asteroid belt 

3ASES 

* Imperial naval base 

* I ape rial scon t base 
"Ct Fore i 5:1 n iJaval base 

Foreighn military base 
1 Researc h station 
* ocout way station 

TRAVEL ZONES 

Ar:.ber zone 

<<f ^s Red zone 

POPULATION 

Secundus under one billion 
PSI!/u"S over one ic ill ion 



PAX RULIN 



bases 

\ior id 
type 



starport type 

ftas giant 



x - b oa t 
route 




worl'J name 
travel zone code 




border 




TLAIOWAHA 




Menorial 
Sgyrn 
Pax Rulin 
Gazulin 
Yggdrasil 
Dp res 
Sindal 



A: 

3: 
C: 
D: 
Ei 
F: 
G: 

K: Tobia 



Jora 1 a 

Goertel 

Tlaiowaha 

The 3orderland 

Aar.ib 

Silraaihe 

Hkea'as 

Binary 



THCJAW REACHES SECTOR 



FEATURE ADVENTURE: OUT OF THE EGO 



COHJILLON (Sinrfal C^m^-O is a 
small empty world on the fringe of the 
Imperiura. Until recently it was deemed 
unnecessary and unsui table For coloniz- 
ation and remained uninhabited. However 
in the neighboring system o: AL^S popu- 
lation pressures have caused famine, 
crime , and over-crowding to become un- 
r.:anagable. To help solve the problea, 
ALiE's government has commisioned SHAPE 
of LIC to terraform CORDILLON 

and make it suitable for colonization , 
thus releiving Al^'E of it's population 
problems - 

In the three years since the te- 
rraforming project began (see this iss- 
ues article on terraforming) CORDILLON 
has gained a very thin atmosphere and 
10% hydrographies. It s rotational vel- 
ocity has been increased to kj> hours, 
and it s newly built-up electromagnetic 
field now filters out a large percent- 
age of it s sun's harmful radiation. 
Because it s spin is still relatively 
slow however, the planet's temperature 
changes from a warm 50 C during the day 
to an icy -^0 C at night. As yet there 
is no plant or animal life on CCP.DILLON 
and most of it's surface is still a ro- 
cky wasteland. 



Five bases have been set up on 
the planet's surface to monitor the as- 
teroid falls and operate the stamort. 
They control the terraforming ooeration 
end maintain facilities Tor the aster- 
oid movers. The world's main starport 
is type C, and is located at Base 1. 
The other four bases have starnorts of 
type D. 

The players have been hi^ed by 
SHAPE of EASTH, LIC to act as spotters 
and security for Base 3 and it's acco- 
mpanying starport. The pay is good and 
tne hours are mediocre, cut the base 
cheif, A.S. Poland (078899), is stuck 
up and short tempered, and seems to 
love making life difficult for his sub- 
ordinates. So far the groun has had 
several run-ins with him, and are close 
to being blacklisted. 

THE BASE 

The base has a total of 3& person- 
nel. The six office personnel maintain 
records, monitor operations, and gener- 
ally control the base. They ail have sin- 
gle stateroom modules. The 30 ot;ier hands 
take care of other operations and live at 
double occupancy. Ten operate the star- 
port, three operate the communications 
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and coni tor equipment, one ooerates the 
laser battery, and the rest are mainten- 
ance, security, and forward observers. 

The base is constructed of standard 
building modules of different tyses set 
toge cher . 

1) COMMUNICATIONS S'JACK: From here comm- 
unications and asteroid monitoring are 
conducted. This is the brain-center of 
the terraforming operation, and incl- 
udes a model/3 computer. 

2) PUI-SS LA3E3: This is a duel pulse las- 
er turret emplacement i.as iiigh Guard, 
for base protection and the destruc T 
cion of asteroids that fall off course 

3) VEHICLc TSMT: Five AT7s ami two air- 
rafts are stored and maintained here. 
HCLAHDS OFFICE: This area includes all 
the most important files and documents 
and a safe containing the company pay 
roll . 

5) MESS: This area includes coolcing and 
eating facilities. 

C) ItFCtiEATICIj r?OOH : Includes collapsable 
tables and chairs' and various enter- 
tainment facilities. 

7) STORAGE: The south storage area con- 
tains food scores, while the north 
area holds vac c -suits, viaapons, and 
equipment up to TL 1?. Ail equipment 
.-.-lust be sighned out at the office in 
front t vehicles are also sighned out 
in this office]) . 

.: ) OEKiirJATOH : Supplies power to the base, 
staroort, and facilities. Equivalent 
to Jooh 5 t'actor 3 power-plant. 

C) OFFICE: Each contains a computer con- 
sole, files, and facilities for the 
Operation of the base. 



3) STATEROOM: Each contains sleeaing an J 
storage facilities for one or two r:er 
soruiel . 

All doors are iris valves. Empty 
modules -Jith valves to the outside ac 
as air-locks, as the entire module 
muse c-e depressuri::3d for .:-;d.t r^OH 
a^id ontr:wjc_- .o the be sc. 

The base itself and it's accomp- 
anying starport are located on a srr.ai 
plateau in a i?&Uj$b area of the plane: 
surface. A gravel road leads east fro 
the base to the starport, and ^out.: - 
west to base 2. 

THE C.iASii 

One evening while outsi.ie secur- 
ing the base for the coding nin:ht, 
one of the adventurers notices a 1L.- 
streak across the. sky; Jt then Jiss- 
appears behi/iJ a L-ioun^.ain five kilo- 
meters away. ..e asceroiJs ar: schej- 
uled for plane tfall luring c!:e r\L,: : :z 
and checking in the c oi,i::.u^ica cicn:; 
shed reveals that no s tars hi-j s ar? 
reporte;i in the area. 

This is an extremely odii occur- 
ence, and the players should be sore 
ly term;. ted to investigate, as it ;;.ay 
be some thinf:; th^y can salvage . rhey 
must first si;y!:;i-oui equipment and 
a vehicle, hov;ever. i'he equipment 
manager is quite pig-headed and will 
insist on proper authorization, .ie 
is a r/ree.iy cowar i however, and is 
very susceptible to bribes or thr- 
eats. 

The Journey fcg rather -iifficulr. 
"ue co kite raugh ^ic r:\isi, - r;d ca ; :er> 
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a-boiu an nour. ..'lien the players pass 
arc u ,'.j t iie mountain [^^ is Loo ate^ii 
to clitib) they are shocked to see a 
furrow almost a kilometer lor.£ ijou- 
gs-3 into the earth. At it's end, to 
the north, still hot tro& re-entry, 
is a lsr-,-e blue e^g-shaped object. 

Tiiii EGG 

The is half-buried in the 

earth with its stern pointing up. 
J lose examination reveals an iris 
valve and several nobles in the acc- 
essable Btsd, The entire object is of 
about 100 cons displacement , and is 
construe te J at an e-x^remely strong 
ano resilient low- f ric tion material. 

^fter the object cools (about 
t§ minutes) the players may attempt 
to enter it through che iris valve. 
There are no switches or buttons in 
the -/icinit/ of t:ve va] ve , out a 
oeari of 11 .it flasncd on its rsurfac; 
.-.ill cause it to open or close and 
activate lights within the ship. 

Most of the inside of She .Thin is 
constructed of trie same material fs& the 
hull. Scattered about its i.-itorior are 
many objects which t first renerrbie fisjftd 
eels or insects. Upon examination they 
are "cur. i to he deactivated robots of 
about 2Sj \--.fr. 

There is no atmosphere inside the 
ship, and lighting is die:. The various 
roiietE nave no sense of slight, instead 
rfllyin.'.- cn a ~ypo of rnviar. ^.ach has a 
sirall low-j n tensity laser .-'nich nerves 
to open the doors within the snip. 
1) ECS 33XJ5&SS This area is shapo:! like 
a sphere 4 with nany outlets, wires and 
cables, all joinin/f at the base of a 
lar.^e pedestal in uie very center. ,\ t 



its ton is a S&aXl metallic sphere; 
it is Osshius, the artificial intel- 
ifjence, ir.d it is deac i.iva te t . Fra« 
here it controls Lhe entire snir, and 
its robotic crew via direct interface. 
It my easily be removed, and can he 
recogrii7,e<j by anyone with commiter 
e^nertice as extremely valuable. 

2) ROBOTS; This area contains various 
complete an-i tncontplefca robots, fcheir 
control outlets, spare parts, and re- 
pair facilities. 

3) LAB: This area contains various app- 
aratus which can be L .estifie . aa 
scanners, analysers, and lab equin- 
ment. in t ie corner in two i>le;:irlas.^ 
tubes are the bodies of two Jesu hu- 
man males. In other carts c- 1" Lhe l ib 
are partly t) i sassfr:noied .*,eices of eq- 
uipment, an.: two scout uniforms. 

u ) ELECTRICS: In this area are the 

snips mafot electronic syste&s, inclu- 
ding avionics, back-up computer sys- 
tems, and a hlack-friobe .-snorainr. 

5) 3FA2E PACTS'. 

6 J FUEL. 

'>) VJXn COHlil.XH*. 

3 PECI7IC ATI OKZ: Using a 100 ron bull, the 
^CS is an all -in scout vessel. It has jump 
lrive-5, maneuver drive-6. and t-owerolnr, 1 
~7, sttfitlj* It 7S\ and ,rility Z, fuel 
tankage of ;'7 tons supports the power pl- 
ant and one jutnp-j. The uhi-j has onl- a 
back-up cocputQr model, I , as Osshius fun- 
ctions as a no.iel/j. Vhere are no state- 
rooms and no low aertiia. Th.f; s one 
weapons sount, holJjiag a i ?0 article 
accelerator. .hcjre are no ahijte ve hides 
and no car<;o. ~ f, mounts a TL 30 factor-;. 
black :"Iooe ■oners tor and is r.ade of 3 
'.'L 20, nearly £ ric U unless i^terial . 
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Peck Plan Symbols 

— Interior Wall 

■ Sliding Door 

8ulkh*ad 

— ' ' ■ Malntsnanofl Hits* 

IRIS VALVE 
>-< Irii Valvt 

[ ') OvBrhoad 

Q Floor 

Q Both Floor »nd Oy»fh»xl 



Bridge 



Wear View 




lump " fuel 
maneuver 




Air Lock 



Scste in Ma ten 



ii. 

Typical Humans 



fhe EGG : specifications 
tonnage; 100 tons standard, 
drives: jump 3. 6G- power plant 7. 
armament; particle accelerator, 
black globe. 




The Egg is operated by Osshius 
and its subordinate robots, which act 
as engineers, technicians, scouts, 
troops , and general worke rs . The ship 
has no cost in human terms, and took 9 
months to build. 

OSSHIUS 

Osshius is a large , spherical , 
irecallic object with many plugs and 
oce.nings for wiring and cables. It is 



approximately one me tr r in diame ter 
and weighs 200kg. There are various 
lights, sensors, and output devices 
on its outside. It is currently deac- 
tivated as the ship's powerplant has 
been wrecked. 

Osshius is an artificial in tel- 
igence with thoughts, emotions, and a 
sense of self, just like any other 
intelligent being, 'de can be treated 
as a human with intelligence 15 and 
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education 20, and has the following 
skills: pilot-2, gur.nery-2, naviga- 
:ion-2, engineering- 2 , mechanics-^, 
elec trot. ic s--i , gravitics-2, computer 
-•i , survey -2 , rec on- 2 , and J-o - t-4 . 

Ossr.ius la incapacle of inde- 
pendant action due to a lack of limbs 
or propulsion, //hen connected to a 
-,av.-er source it may communicate and 
chink, but must rely on rooot exten- 
sions in order to act. It way. analy- 
ze any language or object, and can 
control any system i: is connected 
to . 

If the players manage to nock 
it to a power source Osshius './ill 
emit a series of clicks an.; whirs, 
and its lights wil begin to flash. 
After about ten minutes, assuming 
the players taj.k within this time, 
it will say in a halting mechanical 
voice: "'Cree tings . I am Osshius. Can 
you understand me?". 

CSS HI US' STORY 

In speaking to !Tne players, Osshius 
..ill reveal that he ,as created : 25000 
years 250 by an alien race known as the 
£33 I OH. .hey inhabited a large area of 
soace near the core of the galaxy, am: 
it ^,:af create-: to travel ucout the ,:ala- 
-7 collecting data for its masters. 
1 : .:00 years &go it returned to its point 
of origin, only to find that the entire 
Ii;;siCH race had di sanpeared . Records 
showed that they had fled L:e galaxy 
oecause of a genetically engineered pla- 
gue which destroyed half their popula- 
tion. 

3ereft of nurpoac , Osshius has con- 
tinued to travel the galaxy collecting 
data. Recently it contacted a scout 
curier and captured it for better analy- 
sis of the ship and its c rei; . From them 
it learned galanglic and found out about 
the Imperium. Once it war. finished, Oss- 
hius icactivated them for a better look 
at their internal systems. 

Soon after this, Osshius was attac- 
hed by several naval star shims invest- 
igating the scout's dissappearance . It 
escaped, and after a series of jumTss 
reached tJcalgar. There it was intercep- 
ted and quickly jumned out-s.vs^em to 
Oordiilon . However , during the battle 
its peine r plant and drives were Jamaged, 
an J it was forced to crash-land. 



THE PROBLEM 

The :igg is irreperable, but Osshius 
is easily r^c ognized as quite valuable, 
and the players should remove it from 
the shin and possibly hide it somewhere. 
Its knowledge is extremely valuable, as 
are its abilities. It could prove ex- 
tremely valuable to the adventurers or 
sell for a very high price. 'when re- 
activated it will request that it be 
allowed to accompany the players (so as 
to continue gathering information;. 

The existence of Osshius should be 
kept secret by the players. If it is 
discovered by Shape of Earth, Lie , it 
will become property of the company (as 
it was iisccvered by company ew&loyees 
on company time with company eouipment). 




While returning to base the flay- 
ers encounter an A TV driven by several 
of the base personnel. They have been 
ordered by Poland to investigate the 
seismic disturbance caused by the cr- 
ash of the Egg, and are fully equiped. 
They will ask tue players what they 
are doing out, and if the r.gg is men- 
tior.e:j, rcrort to hclar.-j radii. 
They will then continue on tiseir v.-ay . 

continued on pa^e 16 
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At first glance, it may seem str- 
ange that there are so many habitable 
planets throughout the Imperium and the 
rest of known space. Our own solar sys- 
tem has only one habitable world, and 
the development of life on it seems to 
be a frightfull coincidence. 

The reason for this seeming dis- 
crepency is Terraf orming. Over the many 
years since the invention of jump drive 
the Major races developed the technique 
of adapting worlds to their needs, of 
making them more like their homeworlds. 

Terraforming is a process which, 
over many years, converts a hostile wo- 
rld into a livable one. This is done by 
increasing hydrographies, building or 
changing the atmosphere, and introducing 
plant and animal life. 

A Terraforming operation consists 
of two to three stages, which vary from 
planet to planet. The usual type of pla- 
net terraformed has either too litle or 
too poisonous an atmosphere, and no free 
standing water. It's rotation is often 
too slow to give it a strong enough elec- 
tro-magnetic field to keep out deadly so- 
lar radiation. This slow rotation also 
tends to make days extremely hot and ni- 
ghts extremely cold. The planet must also 
have no indigenous life-forms that could 
be harmed by the operation . 

The first step in the Terraforming 
process is planetary bombardment with 
ice asteroids. The asteroids, consisting 
of frozen oxygen, hydrogen, nitrogen, and 
other gasses and liquids , are found in 
asteroid belts and the rings of gas gian- 
ts- They are found and collected by belt- 
ers, who, with the help of asteroid tugs 



and Mass-drivers, move them towards the 
planet which is to be terraformed. When 
the asteroids reach planetary orbit, Exp- 
losives are set on their surfaces to kn- 
ock them to the planet 1 s surface . Complex 
computers and starship escorts ensure th 1 - 
at the asteroids fall on target. 

The asteroids naturally hit the pl- 
anet's surface and melt, and over time 
begin to form oceans and an atmosphere 
about the world. The force of their impa- 
le t (at the proper angles) tends to incr- 
ease the planet's speed of rotation, hel- 
ping to build up it '. s electromagnetic fi- 
eld and shorten it's day to a comfortable 
length (20 to 30 hours). 

The second step in the Terraform- 
ing process is used only on planets that 
already have atmospheres, but which are 
tainted or exotic. This step involves 
the use of genetically ' engineered bac t- 
eria which ingest the harmfull compounds 
in the atmosphere and excrete breathable 
gasses . 

The third and final Terraforming 
step is the introduction of plant and 
animal life to the world, usually at the 
same time as colonists, 

Terraforming first becomes possi- 
ble at tech level 12. The first step ta- 
kes approximately one year per hydrogra- 
hic UPP rating desired to complete, as- 
suming a standard crew of 1000 workers 
are at work. They are usually equipped 
with about 50 ships for asteroid towing 
and escort. Lookou t stations both in or- 
bit and on the planet's surface are set 
up for observation and control of the 
operation. Costs for the first step are 
extremely expensive , usually about 
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;:ci-10,000 per hy orographic DPP rating 
desired . 

The second step, when used, ia 
less expensive but takes much longer. 
The development of the proper bacteria 
takes three Months and costs Mcr2.5, 
and their introduction costs I-icr1. How- 
ever the process takes 10 years if the 
atmosphere is very thin, 20 years if 
the atmosphere is thin, 30 years if the 
atmosphere is standard, and kQ years if 
it is dense. The third step is left up 
to the colonists, and cannot properly be 
priced . 

Several companies currently Terra- 
form in the Imperium and surrounding ar- 



ea. They are usually coi^i sioned by loc- 
al or the Imperial governments. 

The most well known corporation 
specializing in Terraforming i s SHAPE of 
EARTH, LIC. Based in the Deneb sector, 
they work on ^ to 5 worlds a year, ran- 
ging anywhere from the Vargr extents Co 
the Asian >Le irate . Several other corpor- 
ations such as ULTRA -VLAND, COLONY PUll.' 
and PLANETAILOR also Terraform worlds, 
but they are less far-ranging and many 
have reputations for sloppiness. 

Terraforming can add depth to any 
TRAVELLER adventure, and can be used as 
a stepping stone to many exciting games. 



ASTEROID HOVER PT-A?l66^2-OOO0O0-1O001-O Her 888.16 1000 tons, 

batteries bearing h k TL=12. 

batteries h k Crew= 9- 

Passengers=0. Low=0. Cargo=100. Fuel=l60. EP=60. Agility = 5< Belters=lO 
Cutter with mixed and fuel modules. 180 tons grappling systems. 
Haneuver varies with size of asteroid towed- 200 ton asteroid=5 G. 
^00 ton asteroid^ G. 1000 ton asteroid=3 0. 2000 ton asteroid= 2 G. 
7000 ton asteroid=1 G. 



continued from page 1^ 

Note: iJhile aboard the egg one 
of the base personnel will notice the \ 
emoty control pedestal. He will realize 
thdt something is missing, and the pl- 
ayers, bci:ig the only other ones th- 
ere, '.-.-ill be bla:i:ed. 

Several days iaier a patrol 
cruiser arrives at thebase, captained 
by commander P. 5. Staaper of the JS3 
(Imperial Ministry of Justice, Special 
branch) . \lc and his men will invest- 
i.ate t.:e crash site, and then be.^in 
as/Ling questions around the base . 
Soon after, Poland and the man from 
the investigation will reveal what 
they know , and ail fingers will poin t 
to the players. 

FI;'ISHIi;G iv.E AJVKriTURE 

If the players reveal the lo- 
cation of Osshius the JSB will thank 
them and leave, ilov/ever, -lolan-j will 
be extremely ar.gr and instruct a few 
men to la*ce the players to the next 
asteroid targe t site and leave them 
there. If the players refuse to co- 
operate '■vitii the JSi : - they will be 
arr'?ste ; and removed fro™ the plane c. 
■.both scenarios can leaJ to e::cite- 
ing escape scenarios). 
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If the players get away i.ith 
Osshius they will be followed by the 
JSB for some time. After a few months 
(or if the players leave the Imperiuw) 
the JSB will give up the chase. 

Osshius may serve as a friend, 
ally, or servant to the players. It 
can easily be hooked up to a ship's com- 
puter and control all i s systems. It 
has knowledge of many worlds throughout 
t he galaxy and many cultures . It cannot 
build high- technology objects, but ;an 
s>"rve as a useful tttf*lition to any uaLi- 
;;a:. gbn . 




NEXT ISSUE: 



Feature Adventure- "Code of Honor" 
Hardware- Caiooflage lover 

Subsector- Tlaiowaha 
Plus character generation tables for 
the JSB, deck plans to an Asian star- 
ship, and much, much morel 




Old vou realize that there are six North American based amateur periodicals in production 
for the Game designers' Workshop science fiction role-playing game TRAVELLER""? Well, 
here is a listing and description of each of them. Read the listing, there iust might he. 
a fanzine here that is just right for you. Prices refer to US and Canada, please inquire 
to anywhere else. Plea9e make the checks payable to the person or company listed under 
"Write to', (The information on this flyer Is accurate as of April 1987.) 

BETWEEN WORLDS - 6 issues produced 
Bimonthly, twenty S.5* by 8.5" pages, booklet format, 15 characters per horizontal inch. 
Cost; Sample i3sue - 31.25 

Subscript (on - 37 for 6 issues <1 year) 

Contents: Scenarios, ship deck plans, mercenary tickets, alien profiles, cartoon strip 

called Misadventures. 

Write to: Between Worlds; 3914 Angeles; Tampa, FL 33629 

CONTINUUM - 1 Issue produced 
fts needed r at 1 east quarter I y , var i abl e number of pages , 8.5" by 11" two- col umn 
double-sided sheet format. 13.4 characters per horizontal inch. 

Cost: Sample issue - A self addressed stamped envelope (2 stamps) 
Subscription - *2 for 4 issues 
Contents: Discussions, variant ideas that s o against the official rules <!.e. alternate 
jump space theories, or time travel), alternate universes to travel in, listings of 
amateur publications for sale, and new information on the TRAVELLER Data Base Project. 
And of course news. 
Write to: Herb M. Petro, Publisher; P.O. Box 1515; Belmont, NC 28012 

THE IMPERIUM STAPLE - 11 issues produced 
Monthly, sixteen 5,5" by 8.5* pages, booklet format, 15 characters per horizonatal inch. 
Cost: Sample issue - Si. 25 

Subscription - *6 for 6 issues: »1 1 for 12 issues 
Con ten ts : Stap)e i terns: deck p I ans , new subsectors, sma I I cargoes, ru 1 es addi 1 1 ans , 

chdc^&ctcc* skstchfiS etc 
Write to: Elmer Hinton, ' Ed I tor; 20 Almont St.: Nashua. NH 03060 

SECURITY LEAK FANZINE - 1 Issue produced 
Quarterly, twelve to sixteen 8.5" by 11" pages, 12 characters per horizontal inch, 
Cost; Subscription - *12 for 4 Issues (1 year) 
Contents: Adventures with detailed background, ship deck plans and stats, articles on 

corporate business. Zhodanl laws, etc. 
Write to: Gregg Giles; 1408 Shady Lane 28; Bedford, TX 76021 

SECURITY LEAK NEWSLETTER - 2 issues produced 
Quarterly, approx. four 8.5" by 11" pages, 12 characters per horizontal inch. 
Cosh Sample issue - *1.25 

Subscription - *4 for 4 issues ([ year) 
Contents: News, misc. information, and a major article every Issue (i.e. deck plan, 
scenar i o , etc). 

Write to: Gregg Giles; 1408 Shady Lane 28; Bedford, TX 76021 

TH I RD I MR ER I UM - 5 issues produced 
Quarterly, twenty I!' by 8.5" page?, 10 characters p?r horizontal inch. 
Coat: Sample issue - *2.50 Canadian 
Subscription - 39.00 Canadian 
US - send US dollars for the proper amount once converted. $1 Canadian is approx 75c US 
Contents: Starship deck plans, adventures, subsectors, TRAVELLER hardware, and recently 

a multi-part Cyborg article. 
Write to: Mike Jackson; No. 512; 4676 Yew St.; Vancouver, BC V6L 2J6; CANADA 

The first TRAVELLER fanzine based in North America was Working Passage. It ran 12 issues 
(flO-ttll). Though no longer being produced, the contents is still timely. Most issues 
consist of twelve 11" by 8.5" pages with a 2-column, 16 characters per horizontal inch. 
Specific issues are si. 25 each. A set of all 12 is available for $14. Far Working 
Passage issues write to: Ed Edwards; 1410 E. Boyd; Norman, OK 73071. ^ 
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